Abstract
Introduction
Recent researches in Artificial Intelligence use principled characterizations of interactions between agents and their environment to guide the analysis of living agents and the design of artificial ones [l] . In order to highlight the interaction principle, this paper compares the result of a multiagent system in which the agents interact with the environment only, with a system where the agents interact with the environment and also between each other. This model is applied to a complex domain where the agents are situated: the game of Go. The model is implemented and used in the Go playing program Indigo.
Ontology of a position
An agent is a connected set of intersections of the same colour. The basic property of an agent is to be situated on a set of intersections. The intersections that belong to the morphological closure [2] of an agent, without belonging to the agent nor to the adverse agents, constitute the inside of the agent. The intersections that belong to the dilate set of an agent, without belonging to the agent nor to its inside nor to the adverse agents, make up the outside of the agent. An agent may be alive when its inside is sufficiently big. In this case, an agent is spatially autonomous because its state does not depend on its outside. An agent may also be weak when its inside and its outside are both sufficiently small. In order to determine the state of a weak agent, the sole use of the inside and the outside of the agent is not enough and the use of interactions becomes necessary. 
The interactions

Results and discussion
Indigo is a Go playing program that uses, among other tools, the interaction-based model that is presented here. A conceptual description of the whole program can be found in [3] . An eight page description can be found in [4] 
